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THE AMERICAN GO JOURNAL 


Volume 5, Number 3 
NINE STONE NEW FUSEKI 


This series of "New Fuseki" is from 
"Tgo Super-Speed Improvement Method" 
by the 4th Dan Masui. Masui'ts book is 
recommended by Kitani. The translation 
of thie work is by Professor L.S. Yang. 
A nine stone game follows (next page). 

[The author begins with a statement 
of certain basic principles, which it 
is difficult to translate literally. I 
have therefore taken the liberty of 
giving a free paraphrase here. LSY] 


Basic Principles 

1. Make full use of your own influ- 
ence. 

2. Plan your play to avoid clumsy 
redundant formations. 

3. Separate enemy stones whenever 
you can. 

4. Play lightly in areas where the 
enemy is strong. If you cannot make 
gafe in such areas, run out quickly. 

5. When a few stones are so threat- 
ened that rescue attempts would build 
up your enemy's strength out of all 
proportion to the value of the threat- 
ened stones, sacrifice them promptly 
for advantage elsewhere. 


White Black White Black 
I Q13 016 27 M9 L8n 
3 R6 R5 29 S5 54 

5 Q6 04 34 89 S10 
7 O1O Pl2en 33. 387 Qlen 
9 P13 O12 35 T4 TS 
Ti O13 Nle a 5 53 
13 M14 M16 39 T8 R15n 
15 Li3 06 41 P15 P16n 
L7 OF N7n 43, J13 K12 
19 08 Q8n 45 K13 N13 
21 P6 N6 4°77 N14 O15 
23 R8 RQ 49 O14 Gi3n 
25 RT Mil - - 


*8 P12. It is important to separate 
the white stones. Bis attempting to 
run out his attacked Q10 stone with a 
counter-attack on the assailant's weak- 
er flank. 

°18 N7. This follows the proverb: 


ao 
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Answer a checking stone by hitting it 
on the head. 

°20 Q8. Note that B must play here 
first before he protects at N6. (If 
now °21 N6, °22 P7. [I believe W can't 
capture either °16 or °18. LSY] 

°28 L8. After this shutting-in op- 
eration W is forced to make eyes on 
the border. 

°34 Q12. B might have tried to kill 
the white group, instead of making 
this protective move, but since White 
can take counter-measures with 35 Rll, 
whence °R10, °P1l etc, the situation 
would become rather complicated - and 
therefore °34 Q12 is to be preferred. 

°40 R15. After having permitted W 
to make safe on the side, B turns to 
secure his upper corner. 

°42-48. Black herewith continues to 
make territory and at the same time 
keeps the opponent. on the run. 

°50 G13. °51 H12? °52 G12, °53 H1l1? 
°H9. Black can undertake such harass- 
ing action because his own stones are 
safe. In this particular situation, 
White's stones may live, but Black is 
pound to secure large territories as a 
result of these maneuvers. 
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NINE STONE GAME FROM MASUIL'S "SUPER- °36 03. Weak, better M4, then, if 
SPEED IMPROVEMENT METHOD" °N3, °03. Or: °36 M4, °P4, °N3, °P3, 
°Q3. Black's corner is safe. 
White: Masui, 4th Dan °38 N3. °N6 could also be played 
Black: Tomikawa, taking 9 stones here. 
°46 H3. Better to play D5 instead. 
White Black White Black After W has secured himself in the cor- 
1 Q13 016 51 B6 B7 ner, °L6. While attacking the whites 
3..R6 R5 53 A6 c8 to the right, B will naturally secure 
5 Q6 04 55 D8 C9 a large territory to the left, and °7 
7 F3 E3 57 F16 E15 and 9 cannot easily run away. 
9 G4 D6 59 Gle F115 °64 C15. °C14 instead is better, 
il Gie2 Cll 61 O17 DL? whence °B14, °B13, °B15, °Bl2 - sepa- 
13. Dle2 F10n 63 C16 C15n rating the white groups. 
15-010 R1lén 65 B15 C14n °66 C14. Better to play at B14. 
17 RI3 Ql2n 67 Bl4 H16 °70 N15. Good. | 
19 P12” Plin 69 N16 N15n °78 Q17. Better to play 014 instead 
21 011 P13 71 M15 M16 then if °R17, °P18 - separating White 
23 012 R8n 73 N17 O17 into three groups. | 
25 $12 S13 75 018 M17 °79 - 81 Connection with sente. 
OF. S14 T12 Tr Nis Q1l7n °88 L13. A mistake - Black should 
29 $13 P8n 79 015n #£Ni14 connect at J16. 
31 06 N8 81 014 M14 @Q 
33 N4 N5 83 L15 L1G an BCDEFGHIJKLMNOPOR S T 
35 05 03n 85 L14 M12 7 iy . 
37 M5 N3n 87 J15 —-L13n 7 rit 
39 N6+ L3 89 J16 M18n <a a 
41 C3 E2 91 H17  ~=G16 is Leg é 15 
45 G5 C6 93 G17 P1iL7o 14 6 +2 14 
45 C4 H3n 95 G15 E16+ aa XD 13 
4.7 . E5 97 H15 ng is eee 
49 E& iF Kl FL 11 11 
9 5, 99 v4 wh pit} 
°14 F10. No, Better G6. If then °J5 ae PTE 
"FS, Kogorm (after °K5) °H6, °H7.: a e oe ‘ 
°16-18. Against the principle - °16 Fe: Et he: 
P12 was called for - separate enemy — BUG) ha 
stones and attack. | : gl al : 
°20 Pll. A cut at P13 was better. : al le : 
°24 R8. B should have played $13 ; es Pea a; 
instead to make full use of °22 P13. ied ailg 
°30 P8. Too weak. Better P7, whence APC BEF GH J. Kk-L MNO P DORE 
"PO, 07; “86a “NGS Or “PT, “05, “4. 1 - 100 
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ee Fall at the invitation 


NINE STONE GAME 


°90 M18. 
at JLT. 

°94 F17. H14 should have been play- 
ed here. 

°98 F16. Better C18 (to make eyes). 
Then if.°B18,° "Dis. 


No, B should have played 


White Black White Black 
101 E18 . Fl8n:. 131 K9 M9n 
103 D18 J18:  .133.K211 L10 
105 H18 K1i8 135: F9 © E10n 
phe vara elgg F13 137-98 H8 
 109:°E11.- G13... =. 139 HT H6n 
ee LS | F12 141 G6 G5 
ae 3 Flin © 143 P9 Q9 
11, Ble M13 145 08 P10n 
117 M11 Llin. 147 09 S7n 
11S: e112 K15 149 S6 | N19+4 
121 K14 MEO 3 251. PIAL 2 }-BT 
123 N11 019°. 153276 H5 
125 J10 JQ. 155, R11 alse 
127 H10 H9 157 S10 R10+ 
129 G9 GlOn 159 89 $8 
| 161 13 - 
°102 F18. No, B should play D18. 


Later B can follow with B13, whence 
"B25" B16, “BLT, "AL4;: SO AL6+ and’ *C13 
This is an effective separation of the 
white groups. 
°114. F111; This’ is weak: °Kle was 
called for - W could not cut at Fil. 
°118 Lil. No, K12 was indicated. 


*130 G1lO. Better G8, then °G1O, °FO9. 


One 130 G5, "RO... BLO, “Gio: and. "H7.. 
°132 M9. A mistake. B should simply 

play L9, °K8, °J7. White must then re- 

ply at L18 to make an eye, and Black 


em has sente. 


°136 E10. A serious error. B should 
instead play H7, °E10? °E9. 
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*140 H6. No, LO was indicated. 

°146 P10. Bad, B should play at 07, 
whence °09, °P7, °N7, °P6. 

°148 87. Poor - S6 was the correct 
placement. Then if °S7, °S5, °S8, 489. 
°R7, °R1O and Black is safe. 

°161 T13. The record ends with the 
comment “now the large black group is 
captured and the game is over." [Black 
can achieve Ko by playing T1LO - the 
sequence might be: °T9, °T8, °T11+2, 
*RQ and Ko. Presumably the Ko-threat 
balance is in White's favor, and in 
that sense the black group is dead. 
Also, this is a Ko by which B can lose 
heavily, while White has nothing to 
lose here. In such a situation, White 
is almost sure to profit by the Ko- 
fight. ] 


Fukuda Visit 

Masayoshi Fukuda, whose 1951 visit 
to New York is a cherished memory, 
will be visiting the West Coast this 
of the Los An- 
geles Go Club, Rafu Kiin. 

It is to be regretted that Eastern 
players must forego this teaching mis- 
sion of the sixth degree master. Some 
day we hope to have enough players all 
over the country to enable us to af- 


ford yearly visits from professionals! © 
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Bell Telephone Laboratories 
The formation, earlier this year, 
of a new group of Go players in New 
Jersey, at the Bell Telephone Labs at 
Murray Hill, is reported by the house 
magazine of the Laboratories, "The Re- 
porter" in its August issue. We quote: 


"The Laboratories! club, whose 70 mem- 
bers play during the noon hour is now 
one of the largest groups of its kind 
in this country." 


YASUI SENKAKU - HONINBO DOCHI GAME 


White: Yasui Senkaku, 8th Dan 
Black: Honinbo Dochi, 7th Dan 
Played in 1705 

Black won by one point. 


This game comes to us through the 
courtesy of Koshi Takashima. The com- 
ments are by Hashimoto, 8th Dan. © 

At the age of ten, Dochi became the 
pupil of the famous Kisi, 4th Honinbo 
Dosaku. Dosaku, later known as Meijin 
of Meijin, was the founder of modern 
Joseki and the rating system of Go 
players as we know it today. 

Dochi became 5th Honinbo at the age 
of thirteen, at which time he was al- 
ready “th degree. At fifteen,when this 
game was played, Dochi was strong e- 
nough to be 8th degree. but the degree 
had not yet been awarded officially. 

Black played correctly through move 
75, but 77 was apparently an error 
which made the rest of the game very 
difficult. The Kibitzers thought Black 
had no chance to win. However, Black 
redeemed himself through exceptionally 
fine end-play and won after all. 

It is said that Yasui Senkaku, a 
considerably older player, had been re- 
luctant to meet Dochi's challenge, and 
that when the game was over he could 
not believe he had lost - until he had 
counted the score three times! 


°2. This was the late Honinbo Shu- 
sai's favorite opening, in reply to 
* Ra 

°3. Nowadays °3 is played at D17 or 
C15. = It is thought that. this gives B 
an easier game than 3 E4. 

°8. W could have played M3 instead. 

°15. Good. 

°23-43. This is the first time that 
this sequence was played. It is still 
a standard Joseki. 

°45. In such a situation the cor- 
rect reply is B3 or D2. However, 45 D6 
strives to take the center and attack 
W on the right side, and therefore one 
cannot say that D6 was wrong. 
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Q10 
P dah 
D6n 
Cen 
N8& 


B7 
MY 


Black 


ay 
53 
5D 
a 
Bp, 
61 
63 
65 


K8n 
D8 
J6n 
M10 
C/vn 
R1On 
Gs 
Ml7n 
QL 
R18 
R17 
JLT 
N16 
Mlen 
Q14 
016 
PIs 
Q19+ 
G18 
M14 
L18 
Lie 
Nie 
K11 
010+ 


°47. No, D2 was better. 


°51. A good play, stronger than K7. 


White 


L9 
Be 
Peale 
K9 
B8n 
H9 
Piz 
PLS 
Q18 
Q16 
MESn 
Glin 
O14 
ediheral 
Q15 
P16 
018 
O17 
F17 
L15 
N14 
M11 
Nil 
N1O 
L14 
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A 1705 Game 


°*55. Black secures himself before 
continuing the attack. 


°59. To protect against a cut at E6; 


that te: °D5, “ES, °BO eut. 
°60. If tenuki instead, White will 
die in the corner. 
"61. A big play. 
position looks good. 


Black's over-all 


°65. Bcoduld also have played at 
Q15, but the move he made is actually 
better. 

°72. Good. 


°74, In general a corner closure at 
D15 or C15 is to be preferred, but 
this would give Black opportunity to 
spread out on the upper border. °74 
G14 is a deliberate direct attack on 
°J17 and M17. 

°77. A mistake that made itself 
felt through the rest of the game. B 
should have occupied Q14 instead. He 
would have had a big border territory, 
and an easy game. 

°78 - 90. This is strong play. 


Black. White Black White 
101 F18n E18 151 F1l Fle 
103 H18 P1l3n 153 R13+ P14+ 
LO5 011 L10 L155 Gl2 GLl1 
107 Pile Le 157 F115 BLS 
109 K2 R12 159 F16 G16 
111 R6 © S6 161 F14 G13 
113 Qi2 Q13 163 G14 H1L5 
115 8i2 S13 165 H14 J1L5 
11/7 Ridin Cl14n 167 J14 L16 
119 El6n D16 169 J19 J16 
121 Ml3n N17 7. Biz Kiy 
123 M16 N15 173 K18 H1L/+ 
ie> Ci35n D13 175 J18 Hil 
127 Cle Bl4 L177 Jie G9 

129 Die Cl 179 J8 K10n 
131 De B13 181 M18n H8 
133 Hl? D18 183 G7 H/ 
135 H16 G15 185 H6 D1 
137 C9n K1 187 El Bl 
139 Jl LL 189 Ee 510 
141 Je $16 191 Ren Q2 
143 S517 T15 193 Q3 oad 
145 R1i3+ R14 195 R1 n4n 
147 T13 514 197 F138 Bile 
149 013 R1l2+ 199 Ell B14 

°101-103. B hastens to make room 


for eyes here. 


°104-116. Thru these attacks White 
is constantly gaining. 

°117. It is important to make safe. 

°118 C14. W got the tempo for this 
corner closure after all, and the game 


looks like a sure white win. 


°119. Good nozoki. 

°121. B saves a stone with sente. 

°125. A regular extension to reduce 
enemy territory. 

°137. Good kosumi - now the game is 
getting closer. | 

°180. Necessary, lest °J9 cutting 
off the four whites to the left. [Ba.] 

°181. A similar protection. Were W 
to play here, B would have to answer 
at L19 and °L17 would capture the four 
blacks. [Ed] 

°191-195. Beautiful. There is more 
to this than meets the eye. B intends 
to confine the white corner and come > 


out with the all important sente thru 
the following sequence: if °196 Sl, 
then °S5, °S7, °S3, °Q1+2, °R2, °RI+, 
°S4, °R&ts, °P2, °T5, °P1l and W must 
play T3.. 

°196. A clever attempt to lure B 


into gote! B wisely tenukies. The trap 
was: °197 P2, °Sl °Qi+, (to save two 
stones) and White has sente. 


(Continued on page 48) 
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MURASE SHUHO - HONINBO SHUEYI GAME 


This game was translated and con- 
tributed by Mr Koshi Takashima. It was 
played on June first, 1885. Honinbo 
Shueyi later became Meijin. The conm- 
ments are by Kubomatsu, 7th Dan. 


White: Murase Shuho, 8th Dan 
Black: Honinbo Shueyi, Sth Dan 
White won by two points. 


Black White Black White 
1 C4 D17/ BL 5 J8 

3 #4 Fo 53 K4 J3 
D1L5 55 K6 L8 

7 R4 H3n 57 K3 L5 

9 Ql7n Q6n D9 K5 C3 
ll P4 Q4 61 J7 HY 
13 Q5 Q3 63 H6 K1l1 
LS “RS rs 65 H9 HS 
iy PG O4+ 67 K10 J10 
19 05 N5 69 J1l JJ 
el P4+ R3 71 Kile dal 
oy e's N4 73 di3 Mie 
25 C10n Clen T5> Klbu Q18 
of ey paid 77 RIG Q16 
29 ROn c8 79 R17 016 
31 ELO ES Si als N14 
33° Bie Cll 83 C17 C16 
5. LO G8 85 D18 EL7n 
Sf Hid Ee 87 E18 B17 
39 G4 D3 89 F17 F16 
41 D4 G3 ol GL G16 
43 H4 J4 93 H18 C18+ 
45 J5n F4n 95 H16 Q1LO 
47 F5 BS 97 Q9 P10 
49 G6 E6n 99 PY O09 
°8. An unusual move, being too far 

from P3 to be a third-line extension. 


If instead °Q17,; attacking R15, then 
°M3 - & squeeze-attack on P35. 

°9. B should play 95 or Q6 instead. 

910-24. <A standard Joseki. This 
line of play having been entered on, 
the value of °8 H3 becomes evident. 

°25. In this case a good move, but 
it should be remembered that the Jose- 
ki °10-24 is not complete without °25 
RQ. Black tenuki is permissible only 
because of the strong upper corner 
closure °R15 - Ql17. 


°26. The best oba was at K17, but 
°C12 prepares for invasion at C8. 

°29. Occupation of this point by B 
is still not urgent (see note °25). 
°F10 would have been better here to 
prevent invasion at C8. 


°45, If B plays at F3 instead, see 


2 
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°46. A good move - it forstalls °F3. 


°590,. Sente protection against °FS8. 
°75. 3B should have played at M13. 
Then if °N13, °N12. . 


°86. If °C18 instead, then °E17, 
°B17+ and °F16. 
@® 
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°105. A good move. It invades white 
territory and simultaneously threatens 
a cut at N15 to separate the °016-Q16- 


H 
1 


Q1l8 formation from the °L11-N14 stones. 
38 
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sShuho - Shueyi Game 


Black White Black White 
101 08 N9 151 Ni+ O7 
103 R1O Ql2 153 N8 M8 
105 P14n H15 155 Ny N6 
LOY 256 G13 L577 -P7o S16n 
109 Gle L16n 159 R16 ols 
bed. dal 'f GLO 16) Oat M17 
ede: Gil L ROL 163 N18 M18 
LLS O13 L14 165 P16+2 B4 
a a SD O10 167 'B5 B3 
119 N13 M13 169 D13 C13 
121 Nil Mil if a Blin 
L23) FiA3 93 173 C6 ALO 
L25. .M3 Ne 175 AQ All 
pal ae SG 03 177 S14n R14 
129 Me T6 179 Sle “= 
13.1 86 lala 181. S121 R12 
133 T4n D4 183 J2 He 
135 05 P34+n. 185 Ke BQ 
Loe UT. le 187 G15 rie 
139 N17 O14 189 G14 Slivn 
141 Q13 R13 191 L18 M19 
143 M15 M14 193 BY K14 
145 P18 018 195 J14 Fl4 
147 Q19+ N16 197 H13+ $18n 
149 Oen P2 199 Hi Gl 

201 Jl E3 

°110. This protects against the a- 


forementioned cut at N15. 

des.» LTT. instead, .. thenz.. °S7, 

*R4, °T8+, and W can connect thru Sll. 
°136. W loses sente if he plays at 

T7 instead. ; 


°149. In the opinion of some ex- 


PROBLEMS 


The four problems to the right are 
from the collection of 100 contributed 
by Koshi Takashima, Nidan. The first 
33 have appeared in previous issues. 

In Problem 34, Black is to play and 
bring about "Chosei" - that is, a re- 
peating situation in which he cannot 
be killed nor can he make two eyes. 

In the remaining three problems, 
Black is to play first and kill the 
whites. 

The answers are on page 47. 
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perts, °S14 instead of this play would 
have led to a draw. 

°157. If °O06 instead, then B cannot 
play S10 should W fill at 1T4. 

°158. This move ultimately decides 
the outcome of the game. 

°172. °C6 would have been bigger. 
Then if *°C5,. "Bil. 

°177. °S12 instead? °S11, °S14, and 
"Ls 

°190 and 198. These two plays in- 
creased W's score by almost 10 points! 
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MATSUJIRO - SANCHI GAME 


This game was first printed (outside 
the Orient) in Korschelt's 1881 work 
on Go. It reappeared, with comments,in 
Bruno Ruger's pamphlet "Interessante 
Go-Partien", 1925. The comments. have 
been considerably revised in the fol- 
lowing version, with the invaluable 
advice of Takao Matsuda. 

Comments from Ruger, sometimes serv- 
ing as a springboard for further re- 
marks, are indicated by [R]. 


White: Matsujiro 
Black: Sanchi 
Played: February 12th, 1842. 
Black won by 10 points. 
Black White 
1 C4 2 Q3 
3 R16 4 E16 
5 P16 6 E3 
If Black is permitted to form shi- 
mari (secure the corner with two or 


more stones) in two corners, White's 


game is made more narrow and limited 
in scope. An attack such as °6 is 
therefore almost automatic. 
| 7 R5 8 R8 

9 Q8 10 R9 

11 C16 12 C17 

i3 BL 14 D177 

15 B15 


 *11 - 15 is a frequently used open- 
‘ing. °15 B15 is correct "Katachi" - 
that is, correct form. It gives the 3 
blacks a proper foundation, and leaves 
them poised for extension into the 
corner or toward Dl2. The beginner's 
choice °15 C15 is poor - it is a sin- 
_gle-purpose play looking away from the 
corner only, for °B18 seals the corner 
with sente. (After °B18, Black must 
protect the °B17 stone or lose more 
than °C15 gained him.) If special cir- 
cumstances call for more thrust toward 
the D1O region, then C14 is preferable 
to Gis. 


To the skilled player, all this dis- 


cussion seems unnecessary for hin, 
it is enough to say this or that is 
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"Katachi".We shall meet the word again 
in this game. One of the marks of the 
expert is this knowledge of katachi; 
one of the best ways of learning kata- 
chi is to play over many master games. 


16 J17 
Lf. G3 18 N3 
19 E4 20 D3 


Although the white group in the cor- 


ner can make safe,it is a disadvantage 
to be thus confined. W had to accept 
this disadvantage in order to make the 
more important play at N3. 


el D4 2e F3 
23 F4 24 C3 
25 D113 26 G4 
These two plays set the stage for 


the major mid-game battles. Consider 
the board at this point. Black threat- 
ens to enclose a huge border territory 
based on the wall on line four and 
stretching to B17. On the east, he has 
@ position (°7, °9) which is tenuous 
compared to the solid form of °2 -°18. 
The white cut at G4 has just created a 
second black weakness. We shall see a 
struggling black group develop out 
from G3 toward N2, while W's cutting 
stone at G4 develops into a vertical 
chain that oppresses the blacks on ei- 
ther side. Meanwhile the force of °2- 
°18 is felt by the °J3 and the °R5-°Q8 
groups. On the other hand, as the mid- 
game progresses W must play to deny B 
the chance to play L17, which would 
make a big territory and threaten a 
follow-up at G17. For the next hundred 
or more plays, every stone must be 
weighed relative to not one or two but 
all of the positions we have been dis- 
cussing. . 

It would not have been better, how- 
ever, for B to play 25 H4 instead of 
D13. The force of °H4 would not’ be 
broad, becuase of °2 -°18. White could 
answer 26 D13, destroying black terri- 
tory while expanding the white area in 
the north. B properly chose D13 as the 
critical point for maintaining the 
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"balance" of the whole board and com- 


pleting the Joseki with especial refer- 


ence to °16 J17. 


ef H4 28 G5 
29 Ge 30 B3 
31 B4 Se 2 
ee eS 


The apparently larger °J4 would be 
poor. W could then greatly endanger 
B's position with J2, K2 or K3. [R] 

True, but it 1s enough to say that 
in such a position, J3 is katachi. 

| 34 H6 

This supports the two weak white 
stones, while it threatens E6 on the 
left and also attacks B around J3. [R] 

B would like to play both sides.His 
choice (35 F6) is the maximum solution, 
looking toward a large border yet as- 
suring indirectly, by its thrust a- 
gainst the white chain (G4 - H6), that 
°J3 will somehow get away. 

35 F6 | 36 K4 

W cannot cut off this black posi- 
tion. °36 K5? °37 K4 or L5. [R] 

K4 is automatic in this position.36 
K5 would be slacking. K4, on the other 
hand, has reference to the whole board 
situation. By pressure on the J3 and 
R5 groups, it saves the °G4-H6 stones 
and makes possible the invasion of the 
D1O side. 

37 K3 38 L4 

°38 J5 instead would be poor, be- 
cause of °39 L4 - White cannot reply 
L3 since L5 would follow. (If °38 J4, 
°39 J5.) °38 K5 would be mistaken also 
since then °39 L4, to which W again 
cannot answer L3. The sequence would 
be °41 M3, °42 L2 °43 L5 and B= wins 
either L2, L3; K4, K5 or G4, G5. [R] 

°38 L4 is the natural play, since W 
wants B to run out’ so that he himself 
can come out on lines H and 0 to press 
the other black groups. 

39 J5 40 EQ 

White's strategy has not changed. 

"EQ accumulates rhythm or momentum, and 


forces B to think and work his way out. 


°40 H8 instead would be answered by 


°E9, and while W could then bring pres- 


sure on two groups, such play would be 
unworthy of a master. 
41 J6 


Threatening 43 H7 thus cutting off 

the whites at G4, G5 and H6. [R] 
42 H7 
43 F8 

Again a rhythm play - 
meant that B plays so that W's reply 
(HO) will in turn call for the play 
(F9) which Black wants to make anyway. 
This trick of creating a current and 
then riding it occurs often in this 


by which is 


game - °4] - °42 - °43 was part of the 
same pattern. 44 H9 
45 F9 46 K7 


W cannot for the present force an 
EQ-H9 connection. °46 F10? °47 B10.[R] 

True, but the premise (that W wants 
to connect) is false. Had he wished to 
do so, he would not have played 44 HO. 

47 L5 48 Ell 

 W cannot capture the blacks around 
J4 by playing 48 K5. There would fol- 
low: °49 K6, °L6, °M5 (threatening M4) 
°M4, °S7, °K8, °J8, and W cannot play 
J9 because B would cut at H8. [R] 

This wonderful play °48 Ell, is the 
key to reducing the D1O territory, and 
was the purpose behind °H9. The timing 
and rhythm are superb. Had wW played 
Ell before 44 - 45, then °G9 in reply 
would threaten the 5 and the 2 whites 
with a follow-up at °F12. Why °K7, °L5 
first? °K7 is a forcing move, threaten- 
ing Black with loss around H4 or R5, 
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then °H10 and if now °K7, 


Matsujiro - Sanchi 


and helps save Ell by |. strengthening 
the G4 - HQ chain. Naturally B answers 
this play. But if °Ell before °K7-°L5, 
Black might 
choose to sacrifice the H4 stones by 
playing Fl2. This he will not do after 
he has been persuaded to reinforce 
them with L5. 
49 G10 

Now 51 Fle threatens, 
°RO - Ell. [R] 

Both sides have insecure chains;the 
white invasion around D10O is establish- 
ed, and in exchange B has made the H4 
group fairly secure, but the situation 
is still fluid in this exciting game. 
50 Fle 
Ba U5 


cutting off 


5d M5 

53. Me 

B makes his G3 - K3 group safe and 

threatens to capture the K4-L4 stones 
by playing M4. [R] 

It is better for W not to save these 
stones just now, but rather leave the 
situation fluid. Later he can play to 
save them, or on the outside, depend- 
ing on future exigencies. 

| 54 C8 
Defense and attack, planning to 
continue with J1l1, endangering Black 
around D4. [R] 
55 Gle 56 C13 
57 H12 58 Do 
Should B permit 60 F5, his 5 stones 
on the fourth line are cut off. [RI] 
<2", 89 BG 60 E8 
Again Bis forced to protect lest 
°62 F7. Thru these attacks W has been 
able to enclose considerable territory 
on the left border. [R] 


61 E7 62 H10 
White threatens 64 F10 and 66 G1l 
or G9, which would capture at least 
ten stones. [R] 
63 Fll 64 F13 
°H13 might seem an alternative to 


°F13, to protect against a cut at Ele, 
but it would be poor. Black could then 
make forcing plays thus: °D1l2, °E12, 
*r14, °F13, and still °E1O threatens. 
The sente of °D12 would be unbearable, 
and is sufficient to condemn °E13. 
°E13 would connect, but that is all it 
would do, whereas the real problem at 


this time is the result of the strug- 
gle between the white G4 ; H10 chain 
and the black B4 - H1l2 group. With re- 
lation to these weak groups, °F13 is 
stronger than E13, since the latter 
would give B a play at H13, threaten- 
ing atari. A black cut at Ele after 
°F13 if not serious - °D1l makes White 


secure and there is still a chance of 
his connecting to E16. 
65 Kle 
This endangers White around H6. [R] 
66 L10 
67 N2 


Better than M4, even though the lat- 
ter would cut off °K4 and °L4. [R] 

In view of the emphasis above on the 
fight of the center chains, why Ne at 
this time? Again this is a matter of 
delicate timing and whole-board play. 
The center chains still have no eyes, 
but they both are out in the open how, 
and the R5 - Q@8 stones need attention. 
Because °K4 - L4 were left fluid, a W 
cut at K5 is possible. Black therefore 
wishes to settle the situation, and Ne, 
strengthening °R5 - Q8 by pressing on 
N3 - Q3 is best adapted to his purpose. 


68 Q6 
69 Cll 
Forcing White to protect against 
*r12. [R] 
10 Diz 
74, Ol2 {2:10 
Again W threatens the 10 blacks.[R] 
73 09 
Better than F10, as it will make 


°38 all the more effective. [R] 
74 J14 
(2985 
With the major threats fairly well 
settled, these last two plays repre- 
sent reciprocal jockeying for territo- 
rial gains. 


76 Re 
TT? Se 78 R4 

78 833? See Figure 1. [R] 
79 53 80 Q4 


Not 80 $4, lest Black cut at Q4 - W 
would lose much territory. 


81 84 B82 R6 
33 Qe 84 Pe 
85 R1+ So NLT 
87 Rle 
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An 1842 Game 
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Figure 2 


°R12 is a foregone conclusion after 
°N17. The °R16 - P16 shimari looked 
toward both these points; when White 
seizes one, B must seize the other. 

88 P12 

A powerful play. It prevents B from 
connecting his endangered G9-Kle group 
with P16 or R12. Hence B must immedi- 
ately attend to forming eyes, and so 
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is forced to ignore the threat to his 49 - 100 
R12 stone. [R] 
At this point W has an interesting 101 Q12 102 31 
game - not a won game, but the poten- 103 KL5 104 M15 
tial capture of °FS - Kl2 is exciting. (105 K17 
89 D7 90 R15 Now one sees why B has built the 
91 Q15 wall Q15 to Q1l2; he can now start a 
B purposely lets W have the border, promising attack on °N17. [R] 
for which of course he could have con- 106. K18 
tended had he played 91 5815. Black's 107 J16 108 L17 
strategy will reveal itself after the 109 L16 110 K16+ 
next few moves. [R] 111 $15 112 $14 
°S15 would not be good here - the 113 K17+ 114 H5 
sequence of Figure 2 would leave °P16 145 : J4 116 K16+ 
looking rather lonely and give W sente 117 A3 118 B2 
for a play atcC7. °91 Q15 starts a Generally 118 A2 is here preferred. 
wall which looks across the board to- However, this would give B many more 
ward the chain that starts at B4, and Ko threats, beginning with Bl. [R] 
threatens a leap to L117. 119 K17+ L20 G7 
92 R14 So far the Ko threats have been 
93 Q14 94 $16 easy to follow. Now, more subtly, aft- 
95 R17 96° S17 er 121 H17, or something similar °122 
97. 518 98 S12 F7 is to follow. B must then save his 
99 Q13 stones around D4 with C6 (to make eyes) 


The beginner would play $13 instead, upon which W, playing L13 will capture 
to capture $12, leading to °100 R13, the eight blacks around G9. [R] 


"say °°Q13. This would ‘be poor - for 121 Lil 122 K14 

Black. [R] The play is becoming very complex, 
°99 R13? Although °S13 would follow, and neither side is giving an inch. 

°Q13 would be necessary lest W here. 123 H17 124 K16+ 

Reverse the argument - suppose first 125 K10 126 L9 

°Q13, then °S13 (one of the possible Black was threatening to play L8 - 

answers). Would Black then play R13? which would then enable him to capture 

Hardly. 100 R13 °G4 - H10. [R] 


a3 


Matsujiro - Sanchi 


L27 K17+ 128 J1l 
129 J18+ | 

Black decides to abandon his stones 
around D4, and in compensation for 
this sacrifice to save his position 
around J17 - keeping in mind the pos- 
gibility of attack on W around N17.[R] 

This does not mean that all the 
blacks from D4 to Kl2 die, but rather 
@ segment of the chain. If now °F7, 
then °J12 or °C7 saves one segment and 
gives up the other. If °J12 instead of 
F7, then °C7, whence °F7 capturing the 


upper segment. Or, finally, the se- 
quence below. 
134 J7 
135 J8 136 M7 
137 K8 138 L8 
139 JLO 
The beginner would play K9, think- 


ing to take in two more points. [R] 
But then when °Mll (an important 
post relative to the M17 area) Black 
cannot answer M12 because °K11, °L12, 
°H11, °“Gll, °G8 (or °G8, °Gll) and 
seki - in the latter case with sente! 


140 M16 
141 E13 142 E12 
143 F14 144 B14 
145 G15 146 H15 
147 G16 148 G14 
149 F15 150 B18 


The white position around Dl7 has 
become weak, and Bis threatening to 
capture it by playing B18. [R] 


151 Al1g 152 E15 
White threatens to play C13. [R] 
1 Cals 154 Gis 

155 118 


By no means °155 C18! There would 


follow °bD18, °B19+, °L18 and Black 
dies first. [R] 
156 B19 
157 FL7 158 F18 
159 GL 


*159 E17? °160 G17. And after °161 
F16? °162 H16. [R] 
160 D18 
W gives up the 3 stones on line E 


in order to build eyes and avoid Ko. 


"160 B17? “DIS, °D19, °E19, “Cid and 
Ko. 

161 E17 162 E18 

163 B6 


This move is not easy to understand 
in that it gives W opportunity to play 
B9, taking more territory than he is 
otherwise entitled to. The main pur- 
pose of °163 B6 is to weaken the white 
chain from K8-K14, so as to win a big 
territory around M15 with attacks at 


L15 etc. Again we see the wisdom of 
*139 J10 - secure your own stones be- 
fore launching attacks. [R] 
164 BY 
165 CT 166 F5 
167 D8 168 C1O 
169 Bll | 
Threatening °171 D9, °D10, °c9.[R] 
170 Blo 
171 AT 172 B8 
173 AD5 


Neither this nor any other move 
makes two eyes for Black. The beginner 
might for example study how to answer 
°173 D5. [R] 174 C5 

175 DI 176 D1o 

B has been playing in the D9 neigh- 
borhood, not with the hope of saving 
his stones there, but to create a se- 
meai between the °E10 and °D4 chains. 
The purpose becomes apparent with 181. 


177 L115 178 F1O 
179 Hil 
Why not Gll? Because later there 


would be a threat of °K1l, making a 
false eye here for Black. 


(3 Qi (929 27 
eee 
de CT SSF tee 

606215854) +4 OG) 

OQODOOE® 


20-84 

SS eTeeas 
5) és 
cop op iret Spee 


KLM O P O Reo 
- 200 


44 


An 1842 Game 


180 L14 
181 M14 
The advantage of the black position 
is now obvious, and the significance 
of °163 - 175 stands revealed. Because 
of this black maneuver the white chain 
around Ell has no eyes, so that W must 
play 182 M13 instead of N14. [R] 
. 182 M13 
183 N14 
Now the whites around N17 are lost, 
and probably also the game. [R] 
184 Lle 
A must, lest °L13. [R] 
The wisdom of °179 (see note) be- 
comes apparent. 


Black White Black White 
185 M12 L13 193 Fl El 
187 M11 N13 195 Gl Aen 
189 014 Nle 197 Dl6n 95n 
191 Q10 N10 199 T17 T15+ 


°196 A2. Necessary - B threatened 
to play D2 (after °E2 or Dl, °A2 would 
kill the group). °Dl instead of D2 
would lead to Ko through the following 
sequence: °D2, °Cl1, °Bl. [R] 

°197 D16. This: play nets 11 points. 
It was not played before because it is 
gote for both players. Now, however, B 
can afford to sacrifice sente, since 
there is nothing big enough left to 
change the tide of the game. [R] 

°198 S5. Worth 6 or 7 points. [R] 


Black White Black White 
201° P5 S6 237 T18n H18 
203° RG LO 239 013 N11 
205 Q9 M1lOn 241 Kill+ H16n 
207 L6 Lif 243 D115 N8 
209 O3n 04 245 T16 ol5 
ell 02 rot 247 P10 O12 
213 N4 ri 249 ALO AQ 
215 Ql N5 251 All TO 
Ol? M4 M18n 253 T4 K6 
219 K1i9+ J15 255 KS Gli+ 
221 K16 Q18n e257 J9+2 Ol 
223 R18 018 259 N1 H19 
Con Fly P18 261 J19 M6 
eet N19 P8 263 NI jm 
229 P7n Q7 265 P14 M9 
231 08 P9 267 H13 H14 
233 010 O7 269 P7+2 P8+ 
235 09 P6+ 271 Fli+n - 


°206: MLO.. 206 092 .°207 07... fR] 
That is, W cannot enclose much terri- 
tory here anyway, so he doesn't try. 

"209 03. °K4 and L4 can no longer 
be saved,and Black threatens to follow 
with P3. [R] 

°212 P3 °212 M4 would have been 
worth seven points, but letting Black 
play P3 would have cost at least seven 


points and sente, since °P4 would 
still threaten. [R] , 
°218 M18. Black is thus robbed of 


the K16 point. [R] 

"222 Q18. A last try! 

°229 P7. Interesting sacrifice. [R] 

°237 T18. Bmakes sure of an eye 
(otherwise seki developes and W lives 
around N17); the second eye will be 
P15. [R] 

°242 H16. Threatens °244 F116, °245 
J17, °246 M19 and W would gain greatly 
from the resulting Ko. [R] 
Continuing, °D14, °L19, °D15+4, °K18, 
°J19, °N16, °L18+ and Ko. 

°271 Fll+. And so the game ends. 
Black has won by ten points. [R] 
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Honinbo Shukaku (Takagawa) has a- 
gain successfully defended his title 
in the recent tournament, defeating 
the challenger, Sugiuchi, with four 


wins, two draws and two losses. 
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TAIWAN PRODIGY 


When Lin Hai-feng was ll years old, 
in 1952, he could play Go Sei-gen at 6 
stones, as the following game shows. 
He is now a Nihon Kiin protege, and is 
rated close to professional Shodan. 

[Translator's note: The source is 
the August 1952 issue of "Bridge and 
Chess", the Taiwan magazine. I have 
taken the liberty of correcting cer- 
tain obvious misprints. - L.S. Yang] 

The comments are by Go Sei-gen. 


White: Go Sei-gen 
Black: Lin Hai-feng, taking 6 stones 
Played on Taiwan, August 3rd, 1952 


White Black White Black 
L O17 016n 51 Q2 oo 

3 N16 015 53-2 54 

> Pit QL be Ts T4 

7 G16 D14 57 Cll C4 

9 RO R5 59 014 C15n 
11-@6 O3n 61 J2 C10n 
13 Rle2 R14 63 Bll B10 
15:Pi2 ELT 65 D13 B14 
17 F160 E18n 67 He G3 
19 N15 013 69 $13 s1i5 
el 814 R15n Ti E3n E4n 
23 012 N14 73 E14 C13+n 
25 L15 Mléen (5 Ge FeO 
ef 05 M1O 77 G8 ES 
29 O10 S6n 79 EQ Dg 
31 S7 S5 81 E2 F3 
33 R8 F4n 83 Fl D2 
35°C Le B1l3n 85 Dl Ce 
37 Ele Ble 87 Al10 AQ 
39 M3 H3n 89 All BS 
41 Q3 R3n 91 F17 M14 
43 P3 P4 93 E19 D19 
45 02 04 95 F19 D18 
47 Re 82 97 K15 Q18 
49 83 R4 99 P18 P19 


°2 - 10. Orthodox moves. 
*12. No, 04 would have been better- 
striving toward a connection with Q10 


and simultaneously attacking Q6 and R6. 


°18. Rather weak, but all right in 
a six stone game. 


°22 Good. If instead °S15, °Q14. 


4.6 


°26. Meaningless. This corner is al- 


ready safe. Black should have played 
O05 instead to enlarge and protect the 
lower right corner. 

°30 - 32. Permissible. 

°234. Wrong direction. B should se- 
cure a large crner through M3. 

°26. Again the wrong direction. The 
upper corner is safe without B13. (If 
°B1l4, merely °B16.) The correct play 
was 36 C10 to expand the lower corner. 

°40. Too conservative - should play 
at J3. 

°42-56. Correct, but B ends up with 
only 5 points in the corner, and the 
group is not completely safe yet! W 
can still threaten at T6. This situa- 
tion later helps W to operate freely 
in the center. Black could have avoid- 
ed all this with 26 05. 

°60. Or C13. 

*62. A very important play - it se- 
cures a large territory. 


°71. A feeler to see how B will con- 


duct himself, before White decides his 
strategy of invading the center. 
°72, A cautious reply, but not bad. 
°74-90. Cautious and accurate. B 
still maintains a superior position. 
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Go Sei-gen - Lin Hai-feng 


White Black White Black 
101 019 Q19 151 M9 L9 
103 N18 Fl3n 153 M8 N10 
105 E13 Dll 155 NIJ Niin 
HO; D2 G7n 157 18 O11 
109 H7 F7 159 Fd P5 
viel Mame ef L14 161 P6 N5 
113 K14 L12 163 06 N4 
115 K13 M13 165 K9 L10 
rey: PLL E15 167 J4+ T14 
119 F15 ~ JL 169 311 N6 
121 H12 J12 i771. 7 H8 
123 J13 H1l 173 J7 G9 
125 Gl1l- G1 175 J8 F8+ 
127 Hit K4 177 H5 G6 
129 K3 J3 179 713 T15 
131. Le H6n 181 F10 M15 
133 L4n T1+3 +183 M16 D3 
135 T6 N2 185 G5 F5 
137 N3 Ol 187 Fi3 P14 
139 P2 Rl 189 R13 L6 
141 M2 Ql 191 Q14+ P16 
143 N1+ Pl 193 J6 N12 
145 N2ts T3 195 H9 Q15 
147 K5 Q13 197 K10 J10 
149 Ql12 Gi 199 J9 Alo 
°104 - 106. Good plays. 
°108. This move defeated B. Had he 


instead played F15 he would have sepa- 
rated the whites | 
°E1l6, °G15. 


E15? °F16, 
tects at H16 or G17, 


in this 


then °H15. 


area. °109 


If W now pro- 


This 


o that W cannot answer °M4 with L4, 


again endangers the six whites above - 
so that B captures them, or B attacks 
the whites to the left with Gll. 

°1lll. After this a B cut at F15 is 
no longer effective. The black center 
stones, including F113 would have to 
fight their own way out before they 
could endanger the large white group 
to the left. 

°132. Better to play °K5. Then if 
°T6, “M4, and B need no longer worry 
about the safety of his Tl corner. 
Furthermore, Black can cut at H8. Note 
for 
fear of a Ko. After °L5, W cannot play 
M5 or N4. 

°133. The corner situation is thus 
made precarious for B. As a matter of 
fact he can just save it, but at the 
cost of sente. 

°156. Probably L8 was better here, 


"fine game" - that is, 


i 


and after °M7, °J4 to connect to the 
group to the left. This would seem 
more advantageous for Black. 
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White Black White Black 
201 F16 E16 2.3 Kil Lil 
203 L7 M6 215 G8+ F9 
205 H1O Rie 2l7 ELO H8+ 
207 K9 C9 219 Gl B1+3 
209 GLO K6 2el Q13ts G8ts 
211 Ke H4 - 


Black played somewhat over conserv- 
atively, and failed to attack White's 
weakness. Moreover,there were a couple 
of unnecessary moves, which led toa 
@ game that is 
not decisively one way or the other 
until avery late stage. Once Black 
becomes more daring in his style he 
will make rapid progress. 


Problem Solutions 
"P1S, “Rie, "N10, "M16, “RIT, “819 
"O19, “P26, °PLY, “019, "BLS; 
°13 Q19, °14 019 and repeat. 
"ClTs “DAT, “B191- °Bi7,. "Dao 
after °B19! °D19, °B17, °A18, 
“re, “TS, °R3, °R4 and °Si., 
°B3,. °A2, °R2, .°B6, "BS, 
°A6. OR: after °A2, °BS, 
» AT. OR: after “AS, “BL, 
°A6 and °B5. 
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Matsuda Receives Godan Diploma 


Nathan Fine, Takao Matsuda, Koshi 


Takashima and Ralph Fox. 


On July third, at an informal cere- 
mony in the home of the Association's 
President Karl Davis Robinson, degrees 


awarded to the 
Shodan or first 


from Nihon Kiin were 
players shown above. 


Yasui Senkaku - Honinbo Dochi Game 
(Continued from page 37) 


Black White Black White 
201 F9 pi alae 243 TIO S39 
203 K12 Pp2 245 Sli TO 
205 02 $1 247 JI gio 
207 N3 G10 249 NI MO+ 
209 B13 F1O 251 L5 D5 
211-10 Al3 253 E5 L4 
213 Bll EQ 255 K4 N19 
215 F8 C10 257 P19 M19 
217 DLO BO 259 L19 K14 
219 Al? C8 261 AQ A8 
221 DI Al4 263 Al1O J13 
223 C6 B6 265 H13 K13 
225 D115 p14 267 L17 N13 
227 B16 C16 269 012 K16 
229 B18 B17 ori: TL 7 T16 
231 Al7 CLT 273 R12 T14 
233 B19 D19 275 T12 T1i+ 
235 F19 Ci5n 277 Me M1 
237 B10 04 279 Ne £3 
239 03 K7 281 T1O+ ~ 
241 JIT Taf 


degree diplomas were received by Na- 
than J. Fine, Ralph H. Fox and (in ab- 
sentia) Lien-sheng Yang. The degree of 
Nidan (second degree) was given to Ko- 
shi Takashima. 

The greatest honor was that paid to 
Takao Matsuda, who was recognized as 


being of 5th degree, or Godan strength. 


This is the highest 
that Nihon Kiin confers. 

Mr Matsuda, shortly thereafter made 
a brief visit to his home in Hawaii, 
and had opportunity to meet some of 
the strongest players there. We under- 
gtand that he acquitted himself very 
creditably. | 

The ceremony in New York, to return 
to that occasion, ended with a Rengo 
or non-consulting team game, with Mat- 
suda and Fine playing White and win- 
ning against Takashima and Fox. 


amateur degree 


Greetings to all from our good 
friend Masubuchi Sensei! She is still 
dreaming of her visit of a year ago, 
and expresses the hope that she may 
return to us again some day in the not 
too distant future. 
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